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Start with 1 life instead of 3 
Start with 2 lives 
Start with 4 lives 
Start with 5 lives 
Start with 7 lives 
Start with 9 lives 
Start with 25 iives 
Start with 50 lives 
Start with 99 lives 
Infinite lives 


Knuckles loses no rings when hit 
- Infinite time 
?ings worth 2 

“worth 3 
1... worth 4 
Rings worth 5 
_Rings worth 6 
ngs worth 7 
gs worth 8 
Knuctles starts with 1 life instead of 3 
Knuckies starts with 5 lives 
Knuckles starts with 7 lives 
Knuckles starts with 9 lives 
Knuckles starts with 25 lives 
Knuckles starts with 50 lives 
Knuckles starts with 75 lives 
Knuckles starts with 99 lives 
4b. JW Infinite lives 
_ PVWD-CRDC High jump for Knuckles 
Super jump for Knuckles 
Mega jump for Knuckles 
Orbital jump for Knuckles 
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introduction, 
by Sonic T. Hedge 


WHAT? Roboinik’s back AGAIN, and he’s out 
to destroy Floating Island!? - 


You got it! It’s time to slip on your sneakers, tuck 
in your spines, and take a spin with me, Sonic 
the Hedgehog, through an all-new Sonic & 
Knuckles adventure! 


ight, it’s me, Scenic; the speediest hedgehog 


ae tired of hearing 
eV ee 5 expert on os 
ieee Doc. I’ve foiled his sinister 


a ates ¢ Ga:ne Gear thrillers, a 
Sonic CD gets yn cartoon show. 


> 


eee eo pecan 


potestaec 


That's why |’rn putting 


: write this Super Sor’ igh 
I'll tall you eve" “ ' ve . 
} cruising -JG va , Om i 
4 findi 3{ Lest be Sag the 
Boss Badm. °. You ge (Cvice, straight 
fromthe .dgeho =. . and believe me, 


there's alotto. ty becav. $6 and Knuckles isthe 
most gigantic odventure in . 2 history «¥ video gaming! 
fact, it’s like three humongo ‘s games in one! 


Sega’s revolutionary new Lock-On game technology makes Sonic. -& Knuc ckles. ‘ 
huge. Lock-On is the hottest advance: you can Lock-On Sonic & Knuckles with aaah 
other Sonic cartridges to put a new spin on the old games. Just plus Sonic Sor “ 
Sonic 2 into Sonic & Knuckles (see your 
game manual for instructions) to create i Wee | Cte 
either Sonic 3 & Knuckles or (ER a a Mh 
Knuckles the Echidna in > 
Sonic the Hedgehog 2. So, 
not only do you get 18 
megs of Sonic & Knuckles 
fun, you get a whopping 
34 megs of action when 
you Lock-On Sonic 3! 


1242! 
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Okay,‘ all tight, calm down. I'll get into th: On 
i ‘stuff loter, Right row, let’s get down toe. —- | 
" fean, up te Flouting Islead -~ where the zbsolutely 
, tiller adventure of Sonic & Knuckles takes olace. 


2) You ser ):8"nadty fat old Lr. Robotnik is still trying to cause 
= *  troulyis. | gue «s 1 shoyldn’t be surprised. He loves robotizing my | | 
animal friends inte Badaik:; «teal: 3 Emere!ds “and wreaking havoc from his i | 
Death Egg airs:.ip. Fortunately, i've always bee:: there to stop him. 


i Last time, in Sonic 3, my cood buddy Tei!s ond | blasted Robotnik’s Death Egg ship 
_ to smithereens. Whai 2n excellent exclosion! | figured Floating Island was safe 
* *  . ___ forever. After all, what's Robotnik without his, Death Egg? 


Fer i - 
Peete 


He’s totally nuts, that’s what! He «ever gives up! 
Now, worse yet, he’s after the Master Emerald! 
The Master Emerald is the ultimate source 
., of Floating Island’s power. If Robotnik 
gets it, he has Death Egg fuel forever, 
and Floating Island will be 
destroyed! 


Unfortunately, Tails was taking a 
joyride in his biplane when [ heard 

the bad news, so ! have to face 
Robotnik cisne Worse, Ihave this 
_ crazy Knuckles character after me again! . 
Remember Knuckles the Ecl:idna, the | ** 
Guardian of Fics’ 1g Island? He gave me a 
hard time buck in Sonic 3 because Robotnik 
. filled his head with lies about me. Apparently 
ast. Dr. Robotnik’s been throwing bombs around 
iz>ting Island, and Knuckles isn’t sure who's to 
blame. Knuckles detided to wage war on all outsiders, 
eee meaning Dr. Robotnik AND me. What a bonehead! If that 
erraticechidna k1ew anything about anything, he’d ... hey ... what do 
you think you’re « oing, Knuckles! Give me back that pen, or I'll ... t 


® 


* 


ae Guardian of “st Floating Island, which Ihave to protecitr i mi > 
Piriders. That’; ~:st the way itis, mon. Someone’s shredded myt mys 
bombs and for all i iw, it’s that speed-crazy Hedgehog. if Sante ise 


side, he must earn my trust. 


ton Floating Island. Maybe I'll stick around and give you REAL advice on ho 
_ beat Badniks. Read my Knuckles Knotes, and you'll be sitting pretty. 


course, if you're smart, you can play me through sonic & Knuckles. | cai 


ike a oo and burrow like a bulldozer. | can show you places no hed ye 
n. Check out my advice in For Echidnas Only, and you'll see itz 
palso get a break from that Hedgehog’s yapping. Mon, cz 
0 trip? | mean, such an attitude ... hey, hold‘on$ 
Iwas only kidding! |. 


Introduction 


Right now, I've better ee to a oF 
starters, | need to tell. everyone... = x tae 


In Part 2, Zap the Zones!, things really 
speed up with a 1 i 


In Part 3 we get to Lock-O 
You see how to get the most out o 
& Knuckles and Knuckles the Echidna in Sonic 
the Hedgehog 2. 


Finally, if you’re really good, | might 
show you the Top Secrets of Sonic 
& Knuckles! That's right, the 


secrets of beating the game, 


rder. Maybe yo re 
‘Aupforairv' : 
eprot and : 


n za| Ring even the nastiest Boss, turn to Outsmart the Bor<es if 
k, you can find detailed information in the onan fe cific 


ae 


Look i in the Zone chapters. You can find extra li 
Throughs. Read the Spin- Through for detailed 
course, collect as many gold rings as you 


life. 


° “I can’t get any Chaos Emeralds!” 
First, every aspiring Emerald hunter she 
Then, check out the Spin-Throughs, a and la 


heck the Spin-Throughs, and look for some of | 
Robotnik’ s most diabolical rieetaind raps. Read the pein meta to fi w 
to beat these blockades. ' 


’s just too hard. | give up!” 
Never give up! Keep trying and you will wi 
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As you race across Flogting Island, trying to keep the Doc 
away fronthe Master Emerald, there’s only 
one move yor need to know: Move it! Shred 
those sneakers! Faster, faster, faster! 


Well, maybe there's a little more to it than | 
that. And so,elciss, Professor Sonic presents a 
quick:review of the Sonic & Knuckles 

arsencl-pf moves and attacks. A quiz 
will be-given afterwards by Dr. & 
Roboftitk, 


TIME 0:34 


Scone 4 Move Left/Right Press D-Pad Left’” anger you 


Pry -RINS 5 a ee press, the more s}. .» uild, %, stop, 


press in the opposite . rection. 


Some steep surfaces are impossible to 
climb unless you move fast. Back up and 
get a running start. 


Jump | Hit any button. You spin/leap in the direc- 
=, tion you’re moving or straight up if you're 
standing still. Use the D-Pac! to control 
direction in the air. 


When you spin through the air, you can 
bash Badniks, but watch for Badniks and 
Bosses who wear spikes. Spinning into a 
snouttul of spikes is no fun. 


z., Hit any button to jump, tren quickly hit the 

“ésbuttan again, which activates the Instos.s.52:5 
Shielcthat praiects trontenergy-altack 
The Insta-Shield only lasts a second, so 
time it right. 


a 
Ma Knuckles Knotes (ey 
& | can’t jump quite as high as Sonic, and | Bs 5 A 
Bp don’t have the Insta-Shield, but who cares! My 6 NG 
moves are ten times cooler! Check ‘em out in the 


Knuckles section that follows this long- 
S winded Sonic section! 


$s. 
+6. 
Poss ees 
osssetoe® 
o2eenss® 


Press Down on the D-Pad. This move is sirictly 


for wimps, except when setting up fo “Spin 
Dash. eee 


a’ 


IN 


Hold Down on the D-Pad and press any:bgtton 
“:tospin. Tap the button repeatedly, and you; rev 
fasterund faster. Release the D-Pad to spin’ off 
at warp.speed in the direction you're facing. 
Spin Dashes are great for smashing,ftiteugh 
barriers @é ‘racing up slopes, and:Badniks you 
hit during a Spit: Dash, get-hoséd!-Oh YES! I’m 


aaa es Pelee ie 
a lean, mean, Spi: “mdchine! 


mam A 


Badniks | touch are destroyed. If Badniks 
close in and you have no time to think, duck, 
hit a button to start spinning, and the robots burs! 
like popcorn! 


Stand still and press Up or Down. Affer a 
few seconds, the screen scrolls in the 
direction you press, which is a totally 
slow and boring move. You, however, 
can discover a few sweet Power-ups and 
giant gold rings just by looking. 

Press Start to take a break. Excellent for 
tired thumbs or for people who insist on 
eating and sleeping. (Like anyone would 
sleep when they could play Sonic & 
Knuckles!) 


After collecting seven Chaos Emeralds, you 
turn into Super Sonic! Then you can ?... 


is 


ite, Kn Oc kles = : 


pa oe folks, Knuckles here! Now, I'll let: you in on my Lx 
mt X65*they are MINE, after all. When you play me, 
you cain; aide énything a hedgehog can, and much more. 


Check out hese ia acts n 


Assan echidna, I can bash through some 
fails just by walking into them! Can a 
Hledgehog match that? And you thought 
* these knuckles were just for show! 


Press any button to jump, then press again 
when you’re airborne. You go into a glide. 
Use the D-Pad to navigate through the 

air—great for getting over deadly lakes of 


Sa 
“Yous ean glide only after jumping. Bouncing 
off a sphiagor a mushroom won't cut if. atte 
During a gliteiyour fists are out front. wie 
Whap a Ba chk Rae fee. gpk outs 


bees 
ssesnsss 


foeee 


Wall Climb If, when gliding, you run into a wall, yout 
stick, When standing next to a wall, hit a“: 
button twice quickly to jump and cling. 

Use the D-Pad fo move up sr clown. Hit 
any button fo jump back off. 
Get used fo climbing walls right away. 
Good climbers can avoid nasty hazards 
__ and find lots of hidden Power-ups. if the 
wall you climb curves toward you, you 
have to stop. Bummer. 


Aisa a 


0, 
Pas 


AY 
x 


KY 
RK 
aren 


Spiny anteater, mon! I’m covered with sharp , 
quills. My powerful knuckles make me a great | 


rf 
> 
° 
= 
: 
> 
® 
oe 
83 
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7 ata ae aa aa eater ee Boe o sears ee ee cae Be ooo oe eae ne o acts ee 
Poo eee sasco ane eceasen eo cea area aaa aren a"ea a eae BEGe a so 5 og matcb MoS BS MeB eae cowon-reer esse en weccr ens : 


Experienced Sonic-heads should know all this by now, but 
here’s a review for the beginners. 


There are eight gigantic new Zones to explore in Sonic & 
Knuckles. Most Zones are divided into two Acts, and each 
Act is full of enemy Badniks and deadly hazards. The 
Badniks are «. “sally your animal friends, robotized by 
Robotnik in’. vir:ous foes. Bash the Badniks to set your 
friends free, ’ id your way past the hazards, and 


you will zip !» ‘the Zones. 
But watch out---ar....e end of each Zone, a nasty Boss is 
waiting! 
sy ‘ose Beseetetarsec ; ; 
: et ee v 
Nein! a 
Three. Thedsshow many lives you get at the beginning of 


the gaifid: Enemy hits art: hazards take them away. 
Wheizyou run out of lives, your game is OVER, so col- 
lecte tra lives aiong the way. 


oe 
299909 
sseeses” \ 
99>: ; 
999, | 


aaa s ne e meen a a ng Beene eee aoa ee ee ana eenan 
Sone: oS nohecneonemuonaion oe 
Boe e Baa aa 


Rings yY 


amma Gold rings are the name of the game. 
ppssess seote 5 : Wait a minute, Sonic & Knuckles is the 
re arly 4 ‘ 
ie |e name of the game. Whatever. Collect-as 
5 } many rings as you can; | guarantee 
you'll love ‘em because rings protect 
you. If you get zapped while you 
carry rings, you lose the rings 
instead of a life. 


Check out the end of this chapter for the Top Ten Reasons 
Sonic Loves Gold Rings! 


Mmm, don’t they look delicious? 


You earn Continues by collecting rings in the Special and 
Bonus Stages. Continues totally rock. When you lose all your 

lives, the game is over, but if you have Continues, you go to the 
Continue screen. Each mini-Sonic you see here is another 


Continue. 
Press Start within 10 sec- 
a onds to get back into the 
game with three brand 


new lives! You get to, uh, 
continue! 


Get it? 
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Badniks and hazards aren’t your only enemies. You have to 
watch the time, too, because you're racing against the clock. If 
it runs past 10 minutes, you lose a life. 


The clock hangs out in the upper-left corner of the screen. If the 
clock starts flashing, you have less than a minute left, so move it! 


enh be on 


‘ | Ly 
, oll 
y by | 7 


When you lose c life, you must restart the Act from the last 
Star Post you passed. 


Pass a Star Post when you 
have 20 rings or more, and 
a Star Circle appears above 
it. Jump into the Star Circle 
to enter a Bonus Stage! 


BE one giant gold ring is 
h 


eta each Act. Jump 
inside #iertter the 3D Special 
Stage, w Yeu can earn a 


= caaiaartants 


fad 
Abh, now the really good stuff! Look for these monitors all 
over the Zones. Jump on them or hit them with a Spin Dash 
to release the Super-Sonic prizes within. 


2 


Each Super Ring is worth 
10 gold rings! 


A, 
Vv 


SCORE 
TIME 2723 
RINGS 15 


t hazards, 
30° 
us to help 
predict when Invincibility wears off. *: Haas 
Watch out! You can get squashed into a wall or 
ceiling by a moving platform whether you're 


Invincible or not! 


ata ataneraet at etevarerorateratc"oraerate"a"aterateeoraters : poner BSS 
a8 a a a a ao 1] i) a a 
| oon ese e oon ose _ *, \ Sees a a ‘ eee eee a een na tags aa saga asa ea 


Protects you inside a giant bubble. The Water Shield 
would let you breathe underwater too, but there’s no 
swimming in Sonic & Knuckles. Aww. Jump twice with 
a Water Shield, and you bounce down. It’s a great 
way to bonk Badniks. 


If you get zapped by a Badnik or a hazard when you 
have the Water Shield, or any of the other Shields 
below, you lose the Shield but not a life. Phew! 


‘ : 5 ‘ e/seoreS17700 
This ene is cool. A lightning Ee 


shield stops energy attacks—like 
Blast bullets—and attracts rings 
like a magnet! If you're playing 
Sonic, you also can press a 
button once to jump and 
a second time for a 
double jump. 


The Flame Shield protects you 
from all fire attacks and is handy 
in the Flying Battery Zone, the 
Lava Reef Zone, and against 
certain Bosses. 


When playing Sonic with the Flame 
Shield, you can do an airborne 
Fireball Attack! Press a button once to 
jump and a second time to turn into a 
flaming Badnik destroyer! 


Can you imagine going 
even FASTER!? Lace up 
these super-sneakers and 
tear up the turf! 


WHG@AE-STOP! This one is a Power- 
dowrigh jat a Power-up! Spin it open 


So ie ies ie cite nie oe eran ee nie necro eee rea ee ee 
HH BPAgyoAMeD 


Dragonflies getting you down? 
Can’t stand to see another 
Skorp? Have no fear! Uncle 
Sonic is here to keep you safe 
from all the meanies. Read 
through these smart strategies, 
and no Badnik will ever bother 
you again. Well, maybe not. 


Where Found: Flying Battery Zone 
Nastiness Rating: otic 

Method of Attack: Energy bullets at 
How to Beat: Stay just out of eneniyPullet range. Wait for 
the Blaster to fire zien quickly jump on his nog- 
gin before he géiiott another round. 

if you have atShield, the energy bullets just 
sAttack! 


89954 
333 
= 64 e 
* scone Poa Where Feapiiel: Musbradm Hill Zone 
: B= : aSSSPLN 2339 


Nastiness : al 339 


° Sor 

N oe 

Method of Atté ae ifaming hover 
> 


$< 3904 p : 
How to Beat: i38¢: These pests usually are easy to dispatch with a 


hy jump attack, except when they attack from 
beneath. In this case, duck and start revving for 
a Spin Dash. When the Butterdroid. touches you, 


he gets whacked. 


Chainspike 

agg Where Found: 
Nastiness Rating: 
Method of Attack: 
How to Beat: 


Where Found: 
Nastiness Rating: 
Method of Attack: 
How to Beat: Try to get bad the range o 


Cluckoid’s breath. Hiding un@ér%a ledge or 
hanging on a pump laddeg beth are good 
for this. Jump on the Cly just after it 
finishes a puff. : 

Better yet, attack ckoid from 
behind, where ¢ 2ath can’t affect you. 


Wheré# 
Nastiness:Refh 
Method of Ag 
How to Beat: 


0:32 
RINGS Bhy 


guys are a pain. They won't come 
you, which is nice, but avoiding the 
dly tail of spikes is hard. Sometimes, 
the best strategy is to” just scoot past them. 
If you must whack a Dragonfly, position 
yourself directly beneath it when it flies 
up. As it comes down, jump up into its 
snout to bonk it. 


+7 


Beat the Badniks 


Where Found: Sky Sanctuary Zone 


Nastiness Rating: ee oie whee 
Method of Attack: Energy blaster 


m ON DE LP, 


if Yikes! 


Lava Reef Zone 
"ME 0:18. 


CRINGS 11 Gage ap = Nastiness:Rating: once enfies 


a . =i dof Attack: Flaming Spiky Tail 


p Scone ‘e520 ys n Where Found 


el pre a How to Beat: If you act fast, you can jump up into the heads 

nec Ones a) Beane of these Badniks to whack them. If you can’t act 

bi fem a : fast, duck! The Fireworm will travel harmlessly 
TNE. 883 overhead. 


Where Foods 


Tse Mushroom Hill Zone 
Nastiness Rating: 
Method of Attack: Mushroor missiles 
How to Beat: Get out 6 


mushrooms’ 


Madmole shows his ugly | 


Prepare to duck under a blast beam when you . 
ee an EggRobo. Just after it fires, jump attack 


of those bouncy 


hanging on a puimparide 


ant the 
, ump him! 


ittle face 


Where Found: Mushroom Hill Zone 


Nastiness Rating: ex shes 


Method of Attack: Bouncing screwspike _ 


How to Beat: Mushmeanies take two who 
destroy, so don’tletdown, ;~ 
after the first hit. The pastes 
with them is to duck, rev for 
and let the Mushmeanie sir 
spinning spines. 


ScORE 20200 Where Found: Sandopolis Zone 


Barmests: : | Nastiness Rating: wie whe abe 
5 --| Method of Attack: Spiky body 
How to Beat: Sandworms lurk benea 


You can zap them 


7 > with a whac he nose, but believe 
») E gn it’s notsworth the trouble. 


SEORE 80100 = Boos Where Found: 
TIME 0:07 | ¥ i R 

RINGS 3 ee | Nastiness Rating: 
Method of Attack: 


How to Beat: 


Skorp bonking requires perfect timing. If 4 
you land on a Skorp stinger, you're out of 


jump down when the moment¥ 


Good luck! 
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Death Egg Zone | 

now30f Attack: = Whirling spikeball | 
Bice Stay back when you see a Spikebonker, or you 

may get a snoutfull of spikeball. Time the attack 


carefully, and jump over his spikeball to hit his . 
unprotected head. 


| Where Found: 
vn == Nastiness Ratings*? 
Method of Attack#s2¢ 
How to Beat: 


Flying Battery Zone 


Be 


. Surface slide 


echnosqueeks stick to the floor, ceiling, or wall. 
| Ree | Sees Sneaker-level squeekers are easy to blast with 
oo sa-opin Dash. Ceiling squeekers can be bopped 
i vith a jump attack. 


Where Found: 
Nastiness Rating: 
Method of Attack: 
How to Beat: 


3z, Welcome. This is Monsieur Sonic lé Hedgehog, and our topic 
“iioday is the Art of Zone Zapping. 

es 333, 
Be 


O. 


As all Sonic connoisseurs know, a true Zone Zapper 
is an artiste. To Zap a Zone, you must pick up 
3:, important Power-Ups, complete multiple Bonus and 
“SE ecial Stages, and beat the Zone Boss, all within 
*233, the time limit. What, you may ask, must you 


S3333. 
3 $232, do to become a Zone Zapper? Read on, 
: PP 


y fe: at’s what! 
~~ S335 wy us 
(—~\ *:the.next eight chapters cover all the Zones in on 
—~ Seite, & Knuckles. You can read them one by 
one 8e.skip to a chapter when a certain a 
iN Zonéigives you trouble. oo 
“3s 


$3 
F pS SSoe 
Vv" a i, 


® 
oo aaa 
SS So SN aaa 
LoS SSS a 
9. So ay yt 
#3838 sina 
a ae 
ne 
$$$. > ay 
£39935 oak aa 


What would you like to know about the Zones? 


Do you want info on Getting Around and fighting Badniks in each Act? How A | 
much is that worth to you? Vr 


ae Don’t answer! Because you also get a fabulous Spin- 


Through, from start to finish, with hints on hazards 
Sea», and Power-Ups. Now how much would 


ay 
a Wha you pay? Don’t answer! Because 
Bre 
ay 


re, 
a 
we also include, free of charge 
HH 38 to our special customers, fop 
be . ° 
Bessi3s53 strategies for Beating the Boss! 
*@ 


And there's more! You 
can use each Spin-Through as a triptych 
J for every Act! Yes, these wonderful Spin-Throughs 
a include tons of great tips, like where to find 1-Up Power-Ups, 
giant gold rings, Star Posts, and Boss Badniks. We also point out 
z extra-tough hazards to watch for. 


NOW how much would you pay? 


Don’t even sweat it! Because it’s all absolutely FREE!* 


* Of course, you have fo buy this book first! This IS your copy of the book, isn’t it? 


$ 


You’re gonna love 
Mushroom Hill. There are 
plenty of Badniks, but 

they aren't too tough, and 
it’s a great spot for Emerald 
hunting. Just watch out for that 
Knucklehead character. You never 
know what he might 
pull. 


5 og 
he hs4 of ee 
: m ‘ rs = 


ee ee 2888. 


BEES aoe aa Bene ae a 


You find lots of new ways to get 

around here. Most mushrooms 

caps are good for a springy leap. A 
Bounce high off the tallest mush- 

rooms, and you find a few rings oe 


sek ma 
floating in the air. ml i 


Find a mushroom with a metal 

weight for a giant jump. Hop 
on the mushroom next to it to 
bounce the weight. when the 
weight comes down, up you go! 


Try a swing bar for a wild ride. 

Hit the swing at a run to get a 
good spin going. Press a button 
to let go. If you’re at a good 
angle, like me, you'll catch plen- 


ty of air, 


After you've 
fried the 
swing bars, 
take a mellower 
trip on a hanging 
mushroom. Jump 
over to one like 
this, and ride it 
down like a parachute. 


Of course, not every landing is gentle. Look 
sharp for spikes below, and use the D-Pad 
right to guide yourself to safety. 


glide to the wall beyond 
: 2 <i Check out these 


pump elevators, yet another 
bizarre way to get around Mushroom 
Hill. Jump to grab a handle, and use the 


D-Pad to pump yourself up. We hedge- 


hogs love to work.out: 
When hanging from an 


elevator handle, you're 
safe from Madmole 
mushroom missiles, 
but not from direct 

Badnik attacks. 


Don’t let Butterdroids | ge 
catch you hanging. \ [Pm 


Watch out for these ‘ee | F | aes 
sticky, stretchy cnt 
vines. They latch 
on fo you and 
they don’t let 
go. Man, | hate 
those things! 
- That's why | use a 

Spin Dash to snap their hold. Gimme speed, 
speed, speed! 


Butterdroids are slow, 

=? 8) ~| but sooner or later they 

saree acnactianneyratineeteeenceecoe AE IHN | ae fly in your face. Whack 
pesraiaperaiaietaretaia a <= =2 9) them with a jump 

: attack or a Spin Dash. 


i 
| 
| 


Madmoles are a pain in the tail. They 
pop out of mole holes and attack with 
bouncing mushroom missiles. The mush- 
rooms don’t take lives, but they can 
bounce you into harm’s way. Madmoles 
are best whacked just after they pop up, 
before they throw missiles. 


yo 


>. The worst Badniks on Mushroom Hill are 
f Mushmednies and Dragonflies. Nail Mushmeanies twice to 


= take them down, and Dragonflies have deadly tails. 

| The easiest way fo whack a Dragonfly is to get under it. 
Wait for it to head down at you, so that nasty tail is out of 
the way, and then bop its nose with a spinning jump. 

| 
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Pa 


> place: see For Echidnas Only, 
which follows Sonic’s Spin- 
Through. 


p to a high ledge. Bot 
and find a Water Sh 


e's no swimming in Sonic & Knuckle 
he Water Shield protects your rings from ¢ 
and the bubble makes a cool sound 
you bounce on Badniks. 
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" Echidnas, beware! This bad Boss 4 id 


© bounces the logs at you, and he even © 
_ sends pieces of his jet pack after you! 


st way to hit 
‘jm gil flame corr 
Du Wait until he turns 


PART Il: ZAP THE ZONES! 


For Echidnas Only 


Because we echidnas are dynamic bur- 

rowers, | begin Act 1 deep underground. 
Head right and bounce off the first spring 
you see and pick up the Flame Shield above 
you. Drop and dash through the loop, then 
drop again. Smash though the barrier walls by 
walking into them. 


Now it’s time fo practice climbing and gliding. 
Press a button to jump, then press the button 
again fo cling to the wall on the right. Push the 
D-Pad Up to climb. Simple! 


Jump off, hit the button while airborne to glide to the 
opposite wall. When you reach the top, jump right fo the 
ledge. You are on your way, mon! 


Keep going right, and bounce off 
the mushrooms fo reach the vine above. 
Hit the sideways spring on the right fo 
loop higher. Spin.Dash-up:the slope to 
right, and you flip 
up a bar onto a 
high ledge. 
Move on, and use first spring I 
ecg Ty encounter fo zoom up to a pump elevator. 
From here on, follow Sonic’s Spin-Through. Look for my 
earlier Knuckles Notes fo see where to start. Of course, 


you are one crazy echidna if you don’t use your special 
powers fo exploretymmnnnnn 


Mushroom Hill—Act 1 


———— 


Act 2 is pretty muchttiie same as 
Act 1, but now yoursspeedy 


leaves. Watch for Cludkéids. 


They kick up leaves wi 
tornado breath! 


Cluckoids are like Madmoles, only worse. They 
huff and they puff and they blow you far away. 
You can’t whack a Cluckoid with a Spin Dash, 
because they perch above the ground. Instead, 
hide under a ledge until the Cluckoid finishes 
blowing. Then move in for a jump attack. 


These blow-hards often guard secret rooms. If 
you see one with a wall behind it, search for 
hidden passages after you whack it. 


pone is 
neater 
ae a! 


season 
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PART Il: ZAP THE ZONES! 


the’ pump elevatomblead left. You 
sestts ye down a vine and cruise Fight again. 

“333333, Beuince up into the passage above and 
H®, Hop Witespikes, i 


i 
>, cull | 


S29 


Echidnas, follow Sonic’s route 
from here, if you want! 


SAaNAC 


ging mush- 
‘it fora 


Take the next pump elevator up and 
jump off the right-hand bende to hit 


a Cluckoid. Hit hie Dragonfly, then q 


» Spin Dash right to hidden 
Super Shoes! Now boone fromthe 
nearest tall mushroom on 2 4 


spring, and get airborne! 


You hit another spring and end up spi 
bar. Swing high and hit the ground ru 
through a loop, bounce right off a tilte 
spring, and run into a spring that send! 

you down a curved vine to a 
lower ledge. See the suspicious 

Cluckoid? He’s hiding some- 
thing... 

Hit the Cluckoid and 

walk into the secret 

passage behind him 

to find another giant 


gold —_ 


Ne pa - out of the 
and get ready for Power-ups! 
réally tall 


PART II: ZAP THE ZONES! 


After you stock up on Shields, hop over to the 
titles spring on the right, and drop 
straight down. Dash right through 
the loops and up the hill, and soon 
ou reach a pump elevator... and 
other Cluckoid. 


k the Cluckoid and zip into the 
pt passage he guards. Another 
gold ring! 


Head back out and go up the pump ele- 
vator. Now jet right, and use the weight- 
ed mushroom to 


NE 


strange rad 1 beaming energ 
into the ime to face the next 
Boss! 


| pins him. You ¢ 

ree easy hits this way. 
Just go five more and this 
guy’s history! 


spikes that block: 
Jump over the low 
-under the hi 


ce} 


Mushroom Hill-——Act 2 


Echidnas, you must pass spike-stud- . 
' ded bars at two different levels! It is 
‘good that we glide, mon! Jump and go — 


stator eeorataratana aca 


ae oa aateeee 
eeeeereePa mera teta erates 


For Echidnas Only 


When you begin Act 2, zoom 
right, past the wind machine 
lever, and smash through the 
barrier walls. You soon find a 

Super Ring. Watch out, or 
that Cluckoid will blow 


This 
huge Zone of metal __ 
and fire has only two types of 
Badniks, but it's full of tricky hazards. 
Grab a Flame Shield or a Lightning | 
Shield for better odds against Robotnik’s 
fraps. ae 


These tubes of 
metal mesh 
spin you as 
you walk. Time 
your exit to 
come out at the 
right height. 


Speed is the word on 

the Flying Battery. Of 
course, when is it 
ever NOT the word? 
Step onto a speed 
sled for a Sonic 
blast. 


Jump onto these monkey 
bars for a safe ride over 
hazards. Use the D-Pad to 


move Left and Right, and 
hit a button to jump off. 
Watch out—some monkey 
bars stretch down at just 
the wrong moment. 


IIIBradyGAMES : | 


Don’t be fooled! Some robotizing 
chambers are full of Badniks, not 
friends! Some chambers, however, 
are full of rings, and others have 


springs on top. Be ready for anything when 
you bounce on these. 


These propellor poles take you for a spin! 
Just touch one to grab hold, and use the 
D-Pad to move up and down. Hit a 
$ button to let go, and you shoot 
tee Ehualae [oe off feet-first. Hold Left and 
an a ae press a button to fly off to 
cee | the left. Stay away from 
the sharp propellor 
blades at the top of 
each pole. 


Parachute bombs fire out of 
metal panels and float 
down for a deadly blast. 
You can stand right over the 
panels—the bombs are 
harmless on the way up— 
but stay away from their 
landing site. Some parachute 
_ bombs can even blow holes 
-inmetal floors! 


Technosqueeks slide along the floor or the 
ceiling. They're easy to whack with a 
jump or a dash. 


Blasters, 
on the other 
_ hand, are tough stuff. They fire 
1ergy bullets, so time your attack 
right to keep from getting hit. 
~ A Lightning Shield will protect you. — 


Flying Battery—Act 1 
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[Brady 


A swift ride on a speed sled 
spin through a metal tube 
off to a fast start. Go righ 
platform down, and jum 
reach a row of monkey b 
bar sinks low over a Blast 
jump down carefully, or you 
energy bullet in the tail! 


Jump left to take more 
monkey bars over a 


flami 


you're safe 
set of b 


Soon, you sink down 
again. Spin Dash left 
to pick up a Flame. 
Shield. Cool! No 
Walk 


Move on out, and don’t linger over the 
in the floor! Now you need to leap 5 
series of platforms. Time the jumpsyeare 
fully and use the monkey bars. Som 
the platforms spin, and some 
just ies up and down. Figure 
out how the next platform is 
moving before you jump. 


When you reac take the sled up 
and head left to a Sta Just a bit fur- 
ther left, jump onto the spinning platform, 
and from here, hop into the spinning tube. 
Move carefully to get from tube to tube. 


After you get through the 
Spin Dash up, and hop 
f the flaming platform 


to spring to the next level. Ride 
edfurther up. Now take 
key bars fo the short 


Flying Battery—Act 1 


bearer 
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Now head left, y 


and DON'T pop the ee 
robotizing cham- \ lin, om / 
ber—it’s full of Badniks! 
Keep moving, and spring off the 
flaming platform to reach the killer seers ae 
prope ee are” LE L 
=a __ Zip from propellor to iu Pe 
Sheer pl lor, and watch for bullet a. 
\- Cee go so that you fly ~ @ > 
= Se \ 1..Don’f touch th : 
‘a \ £. jaa | 


EINES 0 — Was setaseesetasasces 
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Fatow the trail off 
ee i. 


rr ee 


mai fi 


Lite 
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moray 


sector dig down in the 
. Hop over the. sled cad 


uae : Watch for the metal 
ied floor m 


ale je tere 
them when they’re up. 


Go right fo pick up a 
Super Ring and — 


invincibi yn Fe tosh 


cy hazard 


= 


“We echidnas don’t need platforms 
__ to pop out—we simply climb 


oe a 
eee ) 


ee eee 
| a 


next platform. From here, you 
row of orange spheres fo move up. 
keep trying and you'll make it! 


Now ride up the nearby floating platform and j 
another row of orange spheres. Finally, hop to th 
ubove, where a Star Post awaits. 


oder what's in that robotizing chamber... Yik 
s! Look at those mitts! | tell ya, this gu 


SORE 3255 
TIME '7-0¢ 


; an easy boss to beat. 
First, his eyes flash. then he 
throws a punch. He always 
punches at the place you were 
standing when his eyes flashed. 


Get it? All ya 
fhe button on 


Flying Battery—Act I 


Act 2 is slightly 
tougher, but 


plenty of Power- 


Getting Around 


Here, you find a couple of 
interesting new machines for 
hedgehog-moving. Hop 
onto a screw elevator for 

a slow ride up or 
down. Stay in the 
center to avoid 
spikes, but be ready 
to zip off at the end 
of the line, or you 
get squished! 


Pick-me-ups look 
scary, but don’t be 
afraid. Get under 
one for a rib-tick- 
ling ride. 


Take the speed sled 
and spring up 
through a tube. 
Move right to 
reach the monkey 
bars, but watch 
out when you 

grab on—you 

may just sink into 


spikes or a Technosqueek! 
Grab the third rung to sink safely to the level below. 


and jump left to avoid the spikes on either side 


Grab the Lightning Shield on your left and shoot 
right. You drop haut a tube. Watch the rings 
chase you! Now Spin Dash up into the pas- 
sage on the left. Head left and take the 

screw elevator down. 


and take the ne 
orm down to th 


cited 
Cis: 


ae a 


inside. If you still have a Lightning 
bout the Blasters you meet—you’re 


Shield, 


: protected fre ets, and you can smash them 
they get suckec eiling. 
aPde 


Spin D e slope on 
the left, 2n YOU 
spring up ext level, 
take a mo grab the 
Fire Shield > 1-Up! 
ap, and take the 


d hop onto the flam- 
dl 5 fo the next level. Wait for the 
szxe spike balls fo zip up to the ceiling, and then move right. 


At the next gap in the ceiling, stop and hop up anothe 

platforms. Move quickly, and get on the flaming platfo 
er. Move right, smashing Blasters along the way, and ; 
the right-hand corner to expose a tube. Drop down the 
and you spring up to a higher ledge. 


Now run rig 
pour on the speed fo 
a super ride across a 
ne magnetic 
arms! Whee! 


} 


ying Battery—Act 2 
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Eventually, you spring up fo Super Ring and 
Invincibility Power-ups. Grab them and head right. 
Hit the metal button to open the screw barrier, and 
drop right. Whack the Blasters and move your fail! 


cf 


‘ % 
AG?’ 


One high-speed loop, a spinning tube, _|- 

and a pair of Blasters later, you head = J 

down another screw elevator.Go 

right at the bottom. When you reach 
a drop, wait for the platform to 

+. appear. Hop on and ride it 
down, or you might 

get spiked! 


orm you see. Use the platforms ~~ __ 
2s. Jump into thehighpassage —_ 
ght to the pick-me-up; which carries you toward another set 
of monkey bars. 


The third bar from the right 
a : sinks.to.the level below when 
A i Jump right, 
Winuckles Knotes H s, to the next se 
Hey thon! After reaching the top of _ monke bars. Keep m 
=the tube, try climbing the wall onthe! =: you soon fi 
__ left. You find a secret passage to a Ww speed 
% giant gold ring! a 


PART II: ZAP THE ZONES! 


aikes, to the high ledge. Keep moving 
. hey! Time for the Act 2 Boss! 


In Act 2, the battle with 
Robotnik is a two- 
parter. First, you must ; 

survive his energy 


beam trap! : 


batter places to hang out. 
ik Works the controls to 
@ trap and to fire the 
energy gun overhead. 


The energy gun fol- 
lows your movement. 
Natch and listen to 


and the trap 
sending Ro 


his life! 


4 Chase after 


=< @ @ passa Star P 
= because the Flyi 
nose dive! You need speed t 


without getting squashed. 


structs, 
running for 


-. ., 7 First head up and right. When you 
* etawe Ween -+ = see a spring, let it shoot you left, 
Seid ey =~*~ | keep moving higher. When you 

Se ae THe ee et th 

| a on ee j _-_: get higher, let the support bec 
carry you up, but look shar 
spikes above! 


PART Ii: ZAP‘ 


When the res edge 
too close | 
take a ru 
get to the 

| ———— Robotnik sta 
| glee loop. Now’s the 
| Fapsome him! Time the jum 
thump him on each 
upswing. 


| TIME 7:0 
| =e 
| SINGS Zor 


it you are an echidna—like me!— 4 
Robotnik keeps trying to scorch you with” 
his flamethrower! To avoid it, glide high” 


Flying Battery—Act 2 


Yikes! Act | of this 
Zone is big and a lot 
harder than the 
Flying Battery! Watch 
the clock as you slog 
through the sands of 
Sandopolis. It’s easy 
to get lost and 
run out of 
time. 


Keep a sharp lookout for 

Star Posts. If you lose a life, 
you really don’t want to go 
back to the beginning of 
this gigantic Act. 


The shifting sands make movement tricky 
in Sandopolis. Sandfalls are 
everywhere, and sometimes 
they defy gravity. Try 
jumping your way up a 
sandfall, or just let it 
take you for a ride. 


Sandslides 
carry you away. You can’t 
easily climb up a sandslide, x 
unless you see stepping mae 
stones sliding down. In this aoe 
case, quickly jump from ae 
stone fo stone to move up. 


These springy 
ropes of golden 
balls send you up, 
up and away! 


Vi 
aC 


If a sand pilon 
shoots up in your 
way, don’t sweat it. 
A Spin Dash crum- 
bles this barrier. 


eee 


a. 
cece 


these pushy critters. 


“Sighidnas don’t need wimpy , 
» ropeswings! Just glide and climb to 


2 ea can be deceptive. You 


can smash most of them with a 
jump attack, but watch out— 
some of them get up and try to 
push you around! Spin Dash 


These ropeswings are cool! 
Jump out to grab the handle and 
watch yourself zoom! If you stop 
with your feet against a wall, 
push a button to rappel down 
like a mountain climber. When 
you reach your destination, 

push a button to jump off. 


Sometimes, you can 
push a sandstone off a 
ledge to make a mov- 
ing platform over 
dangerous sands. 


— 
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Skorps are deadly. 
Try to stay out of 
range of their 
stinger tails. Jump 
over the striking 
stingers to 
whack them. 


Sandworms are worse! When 
you see a trail of burbling 
sand, watch out because a 
Sandworm is about to come 
up for a deadly leap! These 
Badniks are best avoided, but 
if you have to face one, try 

to bop its head. 


: 
4 
4 
Jump to push out of the - 
sand, and#hen move! | ‘ 


dee up the first sandfall, 
and prepafe to face your 
first Skorp.When that's 
over, head right. Push the 
sand stone off thie ledge, 


SS and ride it over the Skorp. 


Move on, and slip down the 
sandslide. Stop at the end— : 
don’t slide down to the : 
left—and Spin Dash 

right fo reach the high | 
ledge. Ride the next : 
sandfall over the ie 
spikes, then drop ae 
dole oie i yO 

Zip past the deadly | 
plunger to find a 
giant gold ring! | 
$3 Now go right, across | 
His the sand. Watch for | 
iin the Sandworm and : 

ssieise take the swinging platform 
ey up to safety. Keep moving, XK | 
but drop down rather than fake Ve 
the next swinging platform. Jet lett A\ 

to score a Flame Shield! ye : 


Continue righ I joke the cick 

Coin igh nk he gg lam, 
drop into the deep sand. Don’t be scared, you can 
safely sink through it, but don’t get friendly with the 


sandworms. 


Drop through more sandi@nd move 
right to get a Super Ring. Then slog left, 
_and sink ore hae ‘psi 
unger. At you find Super 
Ring and Invineibility Power-ups on your 
left! Snag them and zip fo the right, past 
plungers, Skorps, and spikes. 


When you | see the sideways s 

right, use reeieneec | igh a 

up and spring left to another ledge. 
head left, and walk into the sp ie 


to en . Continue ri 
fl ov i the 


Sandopolis—Act 1 


e ledge, “i push the sand 
Pe on | drop “aioe into 
sandfall, op tig 2 


10 rms! 


oe aah. Romble oe tly 
ci bee pikes, 


~: oi dines dodge a pair “i dey 
ph ae swing up a cou 
platforms.» 


a a springy rope. The | 
ings you left onto a regular 
Eta. Wil lecenoson up toward a swinging 
platform. Beware the ee : 


ART Il: ZAP THE ZONES! 


Keep moving right until you find 
another ropeswing. Ride it all the way 
down, and you find a Super Ring hidden in 
the left corner of the ledge. Now jump 
across the sandfall right. Soon a sandstone 
structure rises up, a door ereaks open, and 
you face the Act 1 Boss! 


a $3 in This guy’s a real blockhead—he’s even easier 
ES to whack than the Flying Battery Act 1 Boss. 


if you wait for 


his hedhtoipop : | , | 

up, you can jum $34 Ode. s | 

Bi his face ‘ ol { sy S41) | 

him around. But don’t i ee \ 

\ bother! There's aneas- = | ) 
Ls ier way. Afterhe’sup ~<a MES ss a | 
y and stomping, just go £23355 oe ae | 
| all the way to the left-hand MSse335 ae | 

' ss ~ corner, into the sandfall. Keep SSga33 00 Sooner orlaterthebig = 2x27 , 
| _ jumping to avoid drowning in 333332, dummy jumps in Si) 


-_@iBand. (This move works only when = 2:2, after you, and 
»y (© the Boss stays on the screen.) 432232, drowns! 
\e = 32, Whatta 
a = te eokduins 


Sandopolis—Act 1 


Yikes! It's spooky in 
here! Not only is Act 2 as time-consuming as 
Act 1, now you can get lost in the dark! 


Jump onto the handle of 
a lightswitch, and you 


can keep away the 
night. Phew! 


It gets really scary when you 
release ghosts from their robo- 
tizing chamber. You heard me, 
GHOSTS! You can ignore them 
until it gets really dark. When 
they grow horns, watch out! 
Bop them back with spinnin 


g 
jumps, and find a lightswitch, 
quick! 


A 
= a y~. rr 5 ‘ | 
Cp lp / am. \ a Ae 
ec be OY 
4, *% uckles Knotes ~ 


\ Ti€ghosts are even scarier when you play 2 
me, because it gets dark faster. Fortunately, & S 
echidnas don’t scare easily. q 


H you can’t find a lightswitch, look for giant gold 
¥ rings or Star Posts, where you can jump into 


Ny Bonus or Special Stages. When you a 
> come back out, it’s light again! y 


$3393 $33 2 ~~] wil 
Push these g3333329 ve j \ Aas. 
heavy black sliders "3333333 
to raise barriers by Se saa, ag 
remote control. Then get $3338te., y 
those sneakers moving before $3333 
the barrier drops back down! 
Some barriers take practice and 
perfect timing to get through. 


If you see a cork over- 
head, jump up and hit 
it. Sand pours out and 
carries you up on a ris- 
ing dune. Watch 
your head! 


Knuckles Knotés 


Is Hey mon, | don’t need to hit corks, 
i because | can just climb up walls! 


op om . 
by the first barrier. one 


Echidnas! If you climb up left at the 
- start of Act 2, you find some cool 
> items. Try it, you will like it! 


4 


ick! nk the springy rope to 
up the Erdkail, 
cg Before the second 
bara rops. If you're fast 
enough, you can score a 
Lightning ‘Shield! The slider 
above bi the barrier again. 


y 
\ Niknuckies Knotes 


> Oh mon, the ghosts bother me from 
the beginning! Who’s fault is this? 


Push the next slider you ; 
then move it! You bounce left a 
ingy rope, up fo a ledge 
a sandstone. Push ihe stone 
off and ride it across. Jumpas 
possible to reach the far 


Now take the swingi 
platform across to | 


| don’t bother popping open these 
corks. | need no dangerous, rapidly 
rising dunes when | can climb 


oe aboye the a 
see a sree on. 


pee and jet right pond the 
a pk es. Hurry, or : : 
into Ait aa es 
“Ie rightacross | 77 Cees Finally, the'dune sto ea But 
the pl r sh yet a “i sdyou’re not yefigut of danger. 
Q pe ond pest aera + It’s getting darker, and you 


o another-barrier..As know what this means! Ride 
: Doe asi#he barrier the swinging platform from 
drops,zip right. left to right. Jump to the 
. ledge and trigger the 
. lightswitch, ae don’t miss, 
i oe or you might land on the 
| ms y — that appear 
| NO na eath you 
| my = Now push the nearby 
| y a0 xy slider and jump down 
me past the barrier on the 
mia sbneetestictrstatieciaeces right. Zip right and drop 
SERRE SEEEEE SSIS ESS Way down, Head leffat the 
| bottom and drop even deeper onto a 
ledge where a Skorp hangs out. : 


j\ 
_¥ 
wy se , 
q Get ready for tricky moves! _~ i | 
Hit the Skorp and push the — of 
sandstone off to _ a 4 
platform. Ride it 
Sn ten jump up to the 


small ledge with the slid- 
er, Push the slider, hop 
over it, and drop 
oe 
sandstone plattorm! Hop 
right when you reach the next 
coe to Pore a Water Shield! 


| Sandopolis—Act 2 


oo unt I) ump a 


, ~~. > This pit is no problem for me, mon. 
~ Read For Echidnas Only further on 
and learn how spiny anteaters 
conquer the rest of Act 2! 


cd or uit The rn fe eee : 
__ er. Push the’slider, and fake the swinging platform up up to a ledge. Move right and 
pop the o@rk. The falling sand fills in the ee Drie down aa 
_ rd hes href it Boks you. 


Now move iff Jet ane and 

leap act@ss the gap before 

the see@nd barrier drops, and 
you find a giant gold ring! 
All 1% 


; 

When you 

o a drop into the 
S gap, you find a Star : 
Post. Head right, push the slider, . 

and dive past the barrier. | 


wonder whal's down here? 


“Argh! The Act 2 Boss! _ 
You shouldn’t have to. 
face a Boss after get- 
fing through this 

sty Zone! What 


[iecterot ans 


Sees rak 


ESN t Get 


el 


~< At least ii dark down here 
| mon! Do not worry about ghosts while 


y sts wi 
*, / > 
This gigantic sand- 


stone Sphinx pounds his 
way defess the room, 
firing en@rgy beams 


from his @ye. If you 
\. don’t take him out key to the | 
% ——_quicklyhe crushes ee Sen ’ 
youin the corner! Ft plotform for 
launching a spinning jump , 
- attack, Wait for him to put 
his front hand forward, 
<0) cal@ime op on quick. From | 
= there, jump over his spiky Qa=== oa 
belly to whap him, and . 
ou break open the armor X : : 
hat hides Robotnik! Vv i 
Try to land back’on the same hand t after your Vv | 
aa and ther’ quickly jumpiat Robotnik while he’s 
exposed. If you're fast, you cagido these moves overand sy 
5 over, and Robotnik can't fire the beg or move forward. , 
- — If you get knocked off the hand, avoid the Sphinx’s e beam, and hop : 
back on as soon as you e@in. Hit Robotnik eight times, and he’s history! | , 


lowr, Jumpeclowtt 10 hit the St cg 
Hop over the sandstone, and g ide 
cross the gap. Jump pas 
1 you see a cork in the ceiling. ae 
“uae ith sai 


: ast the open 
h it and th 


you reach fi 
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Down, down, down we go! 
Beneath the crust of Floating 
Island is the Lava Reef. It’s 
huge, rocky, and HOT, HOT, 
HOT! A Flame Shield will 
help you survive. 


The rocky terrain 
here is treacherous. 
Keep up your speed 
to avoid falling 
stalagtites. 


Trapped by rocky walls? Don’t 
worry, you can Spin Dash 
through many barri- 

ers. Some rocks work 
like springs. Look out 
for rocks with eyes, 

they’re explosive! 


Lava, lava, everywhere! 
Watch out for lava falls. 
Crumbling rocks on lava 
lakes are deadly, so keep 
moving! 


Check out these excellent spin 
elevators. To get them going, 
climb on, duck, and start 
spinning. Spin facing right to 
go up, or spin facing left to 
go down. 


CSCORE? 85305 
TIME 9:42 

The exotic Toxomister blows clouds of je ae 
deadly poison. Fortunately, it can’t 
move. Whack Toxomister on top to 
whack it and blow away the vapors. If 
a toxic cloud sticks on you, it dissolves 
your rings, one by one! Use a Spin 
Dash to dispel the cloud. 


Fireworms burst out of 
the walls, Jump at their 
heads to thwack them, 
or just let them pass by 
and move on. 
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THE ZONES! 


PART Ii: ZA 


a] 


+ Drop back down, whack the Toxomister, and hit the push-but- 
ton to raise the barrier. Spin Dash right through the rocks. 
You zip down around a column, and launch left over a lava 
lake. Time the jump fo get past the lava fall, and ride the 
spring up. Now jump left fo reach a ledge with a Star Post, 
a Super Ring, and best, a Flame Shield! 


barrier, and take the 


4c 


move right, past barsigks, spikeballs, and lavafalls 
until you see this nas}y-jackhammer machine. 


Move close (but don’t touch!) to start it up, 
and then back up into the left corner so 
you won't tumble down with the 
avalanche. Now oe up, ue fake a run- 
ning jump across the gap. On the opposite 
ledge you find a 1-Up! 


Lava Reef—Act 1 
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ee ee ee ee 


eyes 
. The waving stalks that 
less. Jump attack 


bullets are slow, so 

Ae can dodge them easily if 
or pay attention. With just 
whacks, you can waste 


one eyeball! 


3. 
es es 


You hit the hand to et this Boss. Dest 


eaten 


r turn, A comes the 

eep out ace use it 
3 to smack you! The hand st 
Y ig the i 


PART II: ZAP THE ZONES! 


For Echidnas Only Veccy 


Echidnas begin Act 1 in a sloping corridor. Run right, and 


watch the ceiling, or you might get spiked by a stalagfite. 
Soon you reach a jet-powered platform. Spin Dash beneath 
the Blatoens when it jets up, and head downstairs. Time all 
moves to keep clear of circling spikeballs. 


See the jackhammer machine, 
mon? Move in, but not too 
close, fo start it up. Let your- 
self fall to the rocks on the 
lava lake. 


moving! These rocks do not hold you for 
np and glide left to find a Super Ring, 
jump and glide right across the lava. 
on a rock, and then jump high and 
gain to clear this deadly hazard. 


Keep moving right to the platform. Hop on 
top, ride if high as you can, then jump right 
onto the and grab the Super Ring. 
Now dine h wi next i) a E on before 
you reach the ceiling, leap left a 
immediately into a glide. If you glide | high 
enough, you reach a 1-Up Power-up! 


Lava Reef—Act 1 
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a Boe oe 


ba Ka id glide over the giant rolli | 
head! 


r mon! | smell Toxomisters ahead 


e SOe 


>. 
o>: } 

ake. Glide 4%e3 
ud (Hh I Ye bg) 


? 


idden passtige. Be passage 
Now headttieht, down the stairs, 


There’s plenty 

more action in 

Act 2, where you 

travel through 

blue crystals 

instead of 

brown rocks. If 

you play Sonic, 

watch out for 

Knuckles down 

here—he might just try 

something. Be sure to have a Flame Shield 
handy when you face the final Boss. 


Deadly flame throwers make a Flame Shield 

important down here, and you need perfect 
timing to get past all the whirling spike- 
balls. If you see a stack of spikeballs spin- 
ning around a pole, move past as they 
spin behind the pole, and you are safe. 


REP 3 i 
8 Net aS These spikeballs jump idl 
os! into the air every few 
seconds, Wait for them to 
hop, then leap over them ~ > 
when they land, 


These pulley-driven 
platforms will take you 
where you want to go, 
but take care when you 
“ jump on, or their spiky 
aes #ei° undersides will zap you. 


Jump onto a ladder rung on this giant 
spinning cylinder, and hold on for a 
wild ride. Press a button to let go 
on the upspin, and you soar 
like... well, like a hedgehog! 
Don’t land on that ring of 
spikes. 
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ht and jump 
e first barrier. 


Keep climbing, and 
ride the first spring you 


K ier ond 
for the 
right-hand corner of the 


rings or your life! 
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a can | el Bae oon, on Fa a oe aS, is ao cee = ae Aee ae, at ia fan, ia a 
sdsfssfceecnacratatssisetececratietoeiteictsciatieateetteerserstrstmeteeees 


ks. Time your run 
adly cylinder 


ey eleve 


, ifind a Siar a 


Lava Reef—Act 2 
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Open the barrier by hitting the push- 
button above, anc ugh to 


pring to bounce back to a plat- 
d ride up to the passage on the 
Mypast the Toxomisters, open the 
dysoon you see a giant cylinder 
3t@p a rung to fly high to another 
ind zip up from there to a higher 
3 you can’t seem to fly high enough 
have patience. Time your relea 

to catch maximum air. 


passage. 
Inside, you find a Super 
Ring and a Flame Shield! 


over, Jump into the 
wall on the right to 
i | passage. Inside, you 
SE eT 


After you smash the Special Stage, bag 
the secret passage, drop down, 
the sliding metal blocks? Ju 
tom ones. When they slide 
the D-Pad Right to squ 
top block mashes y; 


LA! 


id keep moving 
down. Soon you zoom off 
an incredib 


Lava Reef—Act 2 


up to the ledge on the 
eft. Carefully jump past the 
two flamethrowers when 
they cool down. Use the 
spring in the left corner to 
zip up across the ceiling, 
Boratatateretaraha a, and drop down just as you 
 ieererarcrararararcrcrcrarararor pass over a pair of float- 
ing platforms. This move 
is tricky, so keep trying! 


Now jump right to the spikebal 
platform, then up fo the 


above. Jump across the 
crumbling platforms and 
head upstairs. Keep on 
going, up, and up, 
and... There’s Knuckles! 


ucklehead knocks you 
downstairs with a boda- 


cious boulder! 
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You end up on a sea of lava, with 
Death Egg looming above 

machine to keep you 

ly right, jumping 


1't get caught in 


ur platforms, 
Ip up irs and across crum- 
ms - deals Post. 4 

9 right onto the platform flowing 
ill! Leap from platform to p 
you jump right from the 
find a Lightning Shield! 


st 


Now jump left across the larger, fixed 
platforms, Use the Lightning Shield’s 


ver to help you get 
il you snag the 


. Stay in nter 
of the screen. Robotnik’s 
mine-throwing Boss 

rises up from the lava 
pit! 
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thunk him! 
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PART II: ZAP THE ZONES! 


For Echidnas Only | 
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entually 


merge nr G passageway, 
heading left. Smash through the 
barriers and drop down. 


bh ond grail Flame - 


k ae on au 
ast crumbling plat 
flamethrowers, 
ploding rocks. 
1't worry about the 

ames; you are cov- 
an, a sliding 
, and tiptoe 
across another deadly 
spikeball cylinder. 


Lava Reef—Act 2 


aaa Pezeasaearamamasasaranaronararamamamamamamamamaeas Brerasasesmirirarneneaeoeonaeoeanananammrarrre 
seo . Rubio hhnensniannnnnits eh : 


| ‘\ Jump onto the ledge 
| =e \\3 \ and glide right over 
a -¢% WF the row of spikes. 
\* AN y 
Ses x | 


Spring up from 
there to a Star Post! 


the Toxomisters to the pul- 


¢ e spikes, drop and 
fash the barrier walls and 

D another transport tube. 

After you reach your destination, climb 

up, past the flamethrowers. Keep climb- 

ing and don’t get fried! Eventually, a 

find a Star Post and a Flame Shield on. : 
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Rocket right, into the 
passage. Watch out for 
Toxomis 
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| PART Il: ZAP THE Te anEn 


Keep Bare when you exit \c 


ihe wee Gh aks the 
slope, back and forth. Still 
: d? There's 


arc 


Lava Reef—Act 2 


| 


Now it’s time to go up, 
up, up! The Hidden 


Palace is small, just one 

Zone. It's also home to 

the Master Emerald! You 

can be sure Robotnik is 

headed this a If you 
S 


Who needs 
boring old ele- 
vators when you 
have Super Sonic 
teleporters! Jump 

on top of the 
glowing ball to 


Sw dite 2 


iccaancetahne 


= 
srstettnacaasoeteitanat soo 


o ae B88 8 
bochieeceeeii 
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: transporter. Hop on and beam up to 
the Sky Sanctuary! This is not 


a seen as 


SV 


PART II: ZAP THE ZONES! 


If you play Knuckles, the 


Hidden Palace is a brief 
pitstop, with no Boss. If, ‘Ny 
however, you play me, 


Sonic... IT’S PAYBACK + 
TIME! YES, IT’S TIME TO 
KICK SOME ECHIDNA + 


ot 


has been in my 
face since Sonic 3. That 
gullible echidna fell for Robotnik’s 
lies about me being the Badnik, and 
he’s been setting traps to scuff my sneakers 
eve inally, it’s time to show that 
sp 


Not surprisingly, 
Knuckles isn’t too tough 
when it gets down to 
one-on-one. Move 
4 quickly into range and 

_ make a spinning leap 
at him for an easy hit. 
When he glides over- 
head, jump Bg him 


as he passes 


idden Palace—Aci 1 


is this not better? 
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eakers. You will be pummeled by me, the mighty Knuckles. - 
bu have two choices. You can try to fight me, which is pointless 
esis, and fix a sandwich and a glass of milk. There 


¥ 


Another 


One-Act Play! .* 


The Sky Sanctuary looks like a 
sweet place to live: soft clouds, ele- 
gant fountains, and floating castles. 
Unfortunately, Robotnik likes to hang 
out here too! You have only one Act to 

get through, but it’s tricky, and it ends 
with some major Bosses. 


Getting Around 


Springy clouds are great 
for bouncing around the 
Sky Sanctuary. Look for the 
solid white ones, and jump 
on to take a tumble through 
the air. 


es eee eee 


Don’t trust the ground beneath your feet, it just 
may crumble away! Some slopes fall away as 
you cross them. Floating castles make fine 
stepping stones, but keep your sneakers 
hopping, or you take a dive! 


iv 8 
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These spinning platters are 
easy to get across. Jump on 
and try to land near the outer 
edge. You zip around to the 
far side, where you can jump 
off. You can’t take a stroll on a 
spinning platter—to move, you 
have to jump. 


“SEDRE re0500 
For a more adventurous ride, “ies 3 
hop into a swinging spike cup. 
Watch out for the:spikes! You can 
jump out, or the cup might just 
spit you outwith a Spin Dash. 


4 EggRobos float on jetpacks, so you 
i WW can’t Spin Dash them. Try to duck 
under or jump over the energy 
beams they shoot, and move 
in for a jump attack right 
after the beam passes by. 


Ugly, aren't they? 
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PART II: ZAP THE ZONES! 


This mechanical version of 
Yours Truly is tough to 
Watch his moves careful 

and don’t touch the spi 
on the back of his head 


Whenever this Boss lands faci 

you, Spin Dash into his shins. 
Then back up and get ready. He 
rolls into a spiky ball, and 
spins through the air. 


The Robot sometimes flies harm- 
lessly overhead, or he tries fo 
bounce on you, or he might 
touch down for a Spin Dash! Be 
ready to get out of 
his way. 


if he lands facing away from you, get 
ready to jump! He slides ards, 
trying to ram you with his spikes. 
Jump.over him. you 
land, turn and do a quick 
Spin Dash to hit him, 


_ After eight hits, the Sonic Robot 
ollapses\insaysizzling heap. YES! 
t far from the finish! 


Sky Sanctuary—Act 1 
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You made it? You're 
actually in the Death 
Egg Zone! YES! Now 
you have fo survive 
this gigantic, danger- 
ous, ultra-sonic maze 
of metal and energy! 
No problem! 


ei. 
wie iapiils 
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Like the Flying Battery Zone, 
this place has speed sleds, so 
get ready to zip. Hop on one 
of these conveyor belts for a 
slower ride. Some conveyor 
belts are elevators, too—stay 
near the center and avoid 
the spikes and bullets by 
jumping and 
ducking! 


Some platforms slope 
under your weight like 
a see-saw. Stand on 
one side so that they 
slope up to where 

you want to go. 

Then, cross quickly 
over, before the 
platform breaks up. 


i 


+7 


Careful where you 
jump! These siz- 
zling energy plat- 
forms send out 
deadly bolts of light- 
ning. Get a Lightning 
Shield, if you can. 


Time all movements 
"carefully to navigate 
Pel these spinner tubes. 
(~ You can’t control the 
ys spinning, so concen- 
4 trate on to when to 
move left or right. 


And now, the absolute COOLEST thing 
in the Death Egg Zone! Climb onto a launch 
pad and take an ultra-sonic ride you won't 
believe! While you flash through the air, 
watch for good Power-ups. You 
can go back to collect them 
after you land. 


Chainspikes are not so 
cute. When a Chainspike 
zips overhead, move 
quickly or it shoots a 
spike down to stab you. 
Jump around its 


extended spikes to bop 
this Badnik. 


| know you like the googly 
eyes and the cute red hat, 
but when you see a 
Spikebonker, stand back, or 
get ready for a snouitful of 
spikes! Time your attacks 
carefully, and jump over 

his spikeball to hit his 

unprotected head. 


Start by racing right, past the 


Spikebonker. Time a Spin Dash 
! to cross the energy ee 
AX then make the see-saw platform tilt A 
fe re Me ue 
AN on r over c 
we the air-blowing machine. eels 
—— . 
els ging eg a plaifanen tart 
- When you drop down, Don’t 
cl nto the energy bar! 


BGG Eo eee 


PART I: ZAP THE ZONES! 


Now zip left through the corridor 
and across the bridge Drop 
past the swinging . Move to 


the center of the pit, and you drop 
through a hidden tunnel. An 
invincibility Poxeane / 


« 


Snatch the Powef-up and spring up fo the passage on the left. 
Another comveyor belt elevator takes you past bullet ports 
and/aer@ss energy bars. Duck the bullets! 


When you see a Star Post, jump right to reach it before 
the conveyor belt drops away. Head right from here 
into the jet engine room! 


% yoo re or, aim for the 
- structure in the centeellin a! 
\bumper to turn it red. When all the 

bumpers go red, you can zip “‘’ 
into another spinner tunnel. 


hs ars oto he unnel a cae A.) 
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i ele Now head oe ane |) 
right , = pad. Chih: aa 


This meéHanical monster wateh- 
es you with one red eyes 
J Enough. This Boss néeds 16 hits 
right in theseyé before he goes 
down. For the first eight hits, you 
have to get past a spinning ring of explosive 
metal eggs. First, wait for the eggs fo hit the 
I. 


Take a running jump, over the eggs and 
into the evil eye! As you beer eck, 
use the D-Pad to avoid landing 
on the eggs. One egg pops out 
and e: , but you're safe 
from the explosion on the 
ground, 


Run! Zip into the 
corner while the 

eggs spin wide. He 
who runs away lives 
to attack another day! 


When the eggs tighten their spin, you 
have time for one more running jump. 
There goes another egg! They zip up to 
protect the eye, ! 


They can't stay Perever. Wait for them to 
drop, hit them again and again. Using this 
: Gy, jet in two jump attacks eachill! - 
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“@-640-4 = Things get totally out of 
iti iias hand in Act 2. You are 
turned upside-down, but 
keep your head on to 
face the fiercest 
Bosses yet! 


a 
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Gravity goes topsy-turvy 
inside the Death Egg, so 
prepare for anything! 
Some spinner tunnels turn 
you over and put you on 
the ceiling. Walk though 
the door of a transport 
tube for a rocket ride 
that flips your spines. 


SPORE tseaes 
You also yIME 3°25 
can flip pines f 
gravity by 
hopping on 
a gravity 
spring. Just 
look for the 
little arrow 
symbol. 


| Head right, past the 
Spikebonker, across the 
energy bridge, and 
through the spinner tun- 
nel. Hey! You're upside 
| down! Now zip across 
another energy bridge, 
through another tunnel, 
and down into the 
spinner tunnel hub! 


A bie could get dizzy in 
here! Go left and you end up on 
the ceiling, zipping under some 
energy bars. Spin Dash up 
(down?) to reach a Flame 
Shield, and then head left 
to the conveyor belt 
elevator. 


This elevator ride is tough, 

with spikes and bullets 
eens you from both 

sides. Keep moving fo s 

near the center, and oe the 

bullets before they strike. 


Now head 
right, under energy 
bars and down 
stairs, to reach a You shoot down and come out 
transporter tube right-side-up. Nail that Spikebonker — 
entrance. and continue right. i 
Drop below the energy bridge to pick 
Up!GlLightning Shield!Nowiise'double- 
jump power to climb from bridge to bridge 


to the high ledge on the right. shal 


_- Jump past the bullet port and hop onto 
the aes spring. Whoa! That ai 
you up, upside-down, into the 
ide above. Head right, past the 
Chainspike, and i the next 
gravity spring. You land next to a 
aS row of spikes. That was close! 


Now go right, and cross quickly to the end of the see- 
saw . Get off at the first passageway you 
sink down to. Move on, Glroudh the spinner tunnel, 
and into the transport tube. Continue right 
after you exit, up the stairs to another 
tube, which shoots you WAY high. 
Cross the conveyor belt, hit the 
Spikebonker, and use the gravity 


spring to drop. 


Yikes! On the 
right are e 
bars above an 
spikes below. So head 
left, into the secret 
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sh left, and the barrier wall opens | | 
to let you into the _ , 


After another topsy-turvy spinner tunnel ate, 
you can dash up to ride a moving platfo 
\7 ee oy oo Drop and head rig fe 
reaiels that energy bridge, but ach out 
pik bove! Bonk that Badnik! 


ef you land, zip right an 
take He conveyor bell ever 
down. Walk right to k fe ep rc 


1 jo J stop, mc 
‘ough the spin 
and Spin Das 
ys wey up pa 
wall. Springs 
help you hae 


Head eee hit a \ 
Use the Sp : 


s 


a poe sea 
read cn 
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eee ee ae nat et as Snares nea = meee monn .2 saan eee 
poche oe creas aoe pete secret pemrneseeee Sonos ms aa ea aaa 


PART Il: ZAP THE ZONES! 

Continue right, upstairs to the Star Post, Spikebonker, across thegpnveyor belt, and into 
the transporter tube. When ci got Ho ae ed bari pen, and soon 
you make an upside-down h' 
Toon ce ae Hit the Sheth aM Uae 3 pad. Whee! 
The trip shoots you into dunt lal Head down, and | 

Go down the stairs and continue 

left. Another launch pad!? | 

pete sick! After 

and, 


fo snatch 


Death Egg—Act 2 


gs, it’s the final 
e, this is just the 
mean crew of 

, $0 YOU 


This Boss drops rolling mines. 
Each mine has rollers on one 
end and spikes on the other. The 
s move the mine across the 

id the spikes shoot out 
plodes. Yikes! 


Fortunately, yo! 
transport tubes ¢ 


mines follow you up, et their spikes stuck in the 
ceiling. After they exo up there, their spikes shoot 
harmlessly through the roof. 


Even better, mines can hit 
the Boss with their spikes ‘ 
on the way up! If you zip up / 


in the transport while the Boss : 
flies.over two or three mines, you 

can score a double or triple ; 
whack! 


Hang out near one o 
transport tubes, a 
and down until yor 
e-side een mines 

fire them like missiles! : 


a, 5.6,5_5,5_08 atte a a a a 2 
i aii ei ei eae ere area 
atest ata" aaa aa aaat seas ar aPaaaa aa assa aa aaa aa aaa ad aaah aha asec Panacea a Pata aaa 


PART II: ZAP THE ZONES! 


Vig: 


This s ! Rac 

right as if eats up the 
floor, then make your 
stand against its 
fiendish fingers. 


After eight hits, Robotnik 
runs for it! Unfortunately, 
he climbs into an even 
more deadly machine: 
The giant Robotnik robot! 


fingers can’t hurt you while 
re up: Watch out, because 
after each earth-shaking step 
ot, the fingers stop and 


Remind you of a cer- 


Maybe these guys are foo 
easy. Each ne takes — 


it up, and watch this Boss 
se nfeattecin, Ht is, but 
Because 


not out! Get re 


PART i: ZAP THE ZONES! 


Emerald Stealing Machine 


ymp right and whatever you 
do, KEE MOVING! The floor 
falls away behind you. Try to 


| calle we up with Robotnik’s emer- 
ald stealing machine. 

\ 

: 


chill annie youl nearly under him. Oa . 
far back, and kot jour doom! If he 
¢] otni 


HOLY HEDGEHOGS! You got 
the Chaos Emeralds, and you 
made it to the ultimate 
showdown—the final bat- 

tle with Ivo himself! Time 

to kick some serious 


Robotnik butt! 


Bheseao As TY. 
Getting Around 
You have to be a Super Sonic hedgehog to enter the 
top secret Doomsday Zone, because only you can 


stand the rigors of space. 


satet! “SCORE 19050. 
Use the D-Pad to whiz Bi TIME 0:44 | 


around, and keep an eye RINGS $19 

on your ring supply—the 

freezing void sucks them away ji — 

one by one! Pick up as many : = 
| Soe 


rings as you can, because if 
you run out, it’s all over. 


Don’t worry too much about 
asteroids. They slow you 
down, but that’s all. DO 
worry about mis- 
siles—they send 
you into a 
helpless 
spin! 


Your flight through space 
ends at Robotnik’s missile 
ship. You need plenty of 
rings to survive this fight! 
Robotnik fires energy bul- 
lets and missiles, and 
any hit sends you 
spinning, wasting 
precious rings! 


The only way to bash 
Robotnik is with his own mis- 
siles. Circle the ship and the 
missiles will follow you. Get 

a missile fo hit the cockpit, 
and score one whack! 


You can fly through the ship without harm, but watch the ener- 
gy bullets, and pray your rings hold out. You need to lure 8 
missiles into the cockpit to bash this Boss. Be careful but be 
quick. Remember, a hedgehog without rings is like a skate- 
board without wheels, like a stereo without CDs, like a Genesis 
without Sonic & Knuckles! Good luck! 


You made it! At least, | think you made 
it or why would you be reading this? 
Hey, go back and whack 

that Boss! You can 

read more 

LATER. 


Did you get him? Then get ready 
for the flight of your life! Now you have to 
chase Robotnik’s bomber ship through an 

endless asteroid field! 


This is IT! Don’t fail me now, hedgehogs! 
Floating Island needs YOU! 


| 
Dr. Robotnik’s ship is StDRE 20050 | 
super fast, so press TIME 3°28 . é 
the D-Pad Right to RINGS 33 

narrow the gap. When 
you get close, the Doc 
starts tossing bombs 
in your path. Try to 
dodge them, or 

you lose speed 

and lose rings! 


Keep pushing right 
until you ram Robotnik 
with a solid punch! It’s not 
easy, but remember, you’re 
only seven more whacks away 
from victory! 


Fortunately, there is a top secret, 
Super Sonic, unbeatable strategy 
for beating this Boss. But should | tell 
you? | don’t know. | mean, what's in it 
for me? If | tell you, do you promise 
to watch my cartoon every 
Saturday? How about buying every 
Sonic game that comes out for the rest 
of your life, until you're so old 
that you can’t see the screen, 
and your thumbs can 
barely hit the buttons? 


You were gonna do that any- 
way? Okay, here goes! When 
you get low on rings, hang 
back. Robotnik won't bomb you 

when you’re out of range. ax 
Meanwhile, pick up every ring ¢ 


ae 
you see. The rings appear in * 
repeating patterns. Learn the pat- 
terns and fly just right, and you 
can stock up more and more rings! 
When you have a good supply of 
rings, push forward for another shot at 
the Doc! If you run low on rings, just 
hang back and collect more! What 
could be easier? ee 
It’s just a matter of time. Affer the 8th Bere) ont tel a what comes Bex, but 
whack, Dr. Ivo Robotnik is finished! zs guarantee you'll like it. Kick back, enjoy 


the show, and watch the dolphins play! You 
saved the day! And you proved, once and for 
all, that HEDGEHOGS RULE! 


Done for! Kaputt! And guess what, 
the Master Emerald is yours! YES, 
YES, YES! You completely con- 
quered Sonic & Knuckles! 


Congratulations! : : : 7 
d <7 hs ~ 


Knuckles Knotes i 


| must admit, Sonic, I’m grateful. You 
saved the Master Emerald and Floating a) Ay 
island! | guess | was wrong about you. You 4fe <a 
not a Badnik after all, mon! . =e 

In fact, | hope we may have another adven- 


ture together soon! Wow, | cannot 
believe I’m saying this! 


Yeah! Bonus! Two action-packed new Bonus Stages await you in Sonic & Knuckles. To 
get to a Bonus Stage, hop into a Star Circle above a Star Post. Star Circles appear 
when you have 20 or more rings. Isn’t that nice? 


Hi. My name’s Sonic, and I’m a 
ringaholic. Somebody help me! | 
can’t stop playing this crazy, 

spinning Slot Machine Stage! 
There are plenty of rings lying 
around, and each time you 
bounce into the center, the Slot 
Machine tumblers roll. 


eee eee eee oo 


1 Bar 2 Rings 

2 Bars 4A Rings Ae i 
3 Bars 8 Rings cae 
3 Tails 20 Rings 

3 Knuckles 25 Rings | 
3 Sonics 30 Rings $ 
3 Jackpots 100 Rings % 
3 Robotniks Lose 100 Rings 


Stage is a great 
place to score 
Continues. Just col- 

lect 50 rings, and you’re there. If a row of 
Robotniks steals your rings, keep playing— 

you've nothing to lose! Of course, if you have, say, 110 

rings, you've a lot to lose. Hit a “goal” sphere to leave the Stage. 


It's easy to stay in the center. Each time you pop out of the slot machine." 


Here’s what you can get: 
| 


. quickly hop from the wall onto the nearest pair of red-and-white ae 
bumpers and from there into the center. Use the D-Pad to angle jumps" 


yy ® 


[ust right, and you soon will see the way. se 


ee 
When you hit the rectagular border walls, they change color. nite 
ae these wall often enough and they turn into goal spheres: 


Cae a! 
If you hit a sphere marked R, the whole'Slot 
Machine reverses, and spins in the 


other direction. Whée! | just 
can’t get enough! 
v 


The Glowing Spheres Stage is the place to score 
Power-ups. The key to this stage is, don’t panic! 
Sure, a force-field, that kicks you out the moment it 
touches you is creeping up the screen. No biggie! 
Just take it one jump at a time. Soon you'll bounce 
your way up like an expert, and you will pick up 
plenty of cool stuff on the way. 


The giant white spheres in this Stage are 
magnetic. If you touch one, you start spin- 
ning around it. To change your angle of 
spin, tap the D-Pad Right or Left. When 
you hit a button, you jump in the direction 
you're spinning. Now you can use the 
D-Pad to direct your flight. You can 
aim toward Power-ups, bumpers, 
flippers, or other glowing 

spheres. 


Flippers are great for zipping high, 
fast. Just hit a button while you’re | 
touching a flipper to activate it. 


Bumpers have white stars in the middle. They 
can help move you up, but watch out—if you hit | 
a bumper from below, it bounces you back down! , 


Riiin After you leave the force field behind, aim for the tiny glowing spheres to activate Power- 
Re up balls. Remember these from the Gumball Machine in Sonic 3? Here’s what to look for: 


. Ho Barrier Shield Grab a ball marked B to get a Shield Power-up! The 
"Hee color of the ball is a clue to what's inside. 
Se e e 
sper Ring Snag one of these and score ten gold rings! 


All right, an extra life! You find these excellent 
Power-ups near the top of the Stage. 


Black balls bump you around. 


Clear balls aren’t worth anything, so don’t waste your 
time on them. K 


When you hear the sound of 
the force field closing in, move 
on. Sooner or later, you reach 
the top of the Special Stage 
and return to the Zone. The 
hottest Power-ups hang out 
near the top. Learn to rec- 
ognize the top of the 

Special Stage, and snag 

those 1-Ups! 
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vy 
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HEY! These new Special 
Stages are TOO HARD! 
_ Someone slap around 
the game designers for 
me, would ya? (In a 
nice way, of 
course!) 


¢ 
$39S3S0 
$333 
RS 909.6 J 


Just kidding! | crave challenge, it keeps my spines 
sharp. Besides, | need fo complete seven Special 
Stages to get seven Chaos Emeralds, | 
need seven Chaos Emeralds to become 
Super Sonic, and | need to become 
Super Sonic to save Floating Island! 
Whew! For that, I’d conquer a hundred 
Special Stages! Well, for sure I’d con- 
quer seven. Anyway, read on, and 
Professor Sonic T. Hedgehog will 
teach you the finer points of Emerald 
hunting. 


spencers) 


First you have to know 
where to look. To get to a 3D Special Stage, find a 
giant gold ring and jump inside! These jumbo rings 
are hidden in secret rooms all over the Zones. Read 
the Zone chapters for help finding them. (After you 
collect all seven Emeralds, you can’t go to the Special 
Stages, but instead you get 50 free rings every time 
you jump a giant ring!) 


Bey 


After you reach the Special Stage, try fo 
grab blue spheres and gold rings. The num- 
ber in the upper left corner of the screen tells 
you how many blue spheres are left. The number 
in the upper-right tells you how many rings you 
collected. Collect 50 rings for a Continue! 


To get around on this giant checkered ball, use the D-Pad 
to turn Right and Left, and hit a button to jump over 
spheres. When you see blue spheres, run them down! 
Every blue sphere you hit gets you closer to a Chaos 
Emerald! | 
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When you run overablue ff Oe) | 
sphere, it turns red. Avoid {= 


bumpers—hit one and 
you bounce back in the 
opposite direction. Yellow 
_ spheres are springs. They 
catapult you forward a dis- 
tance of five spheres. 


Got it? Collect all the rings for a Perfect 
score of 50,000 points! That's enough 
for an extra life! Collect all the blue 

_ spheres, and you score a Chaos 

_ Emerald! 


Chaos Emeralds don’t come easy. 
Some i ges take a LOT 
at—you have to 


et you started. § 


i 


Seasoned Emerald Hunters know that 
when you surround blue spheres with 
red spheres, they all turn into rings! If 
you see a square of blues, jet 
around the edges to score 
major ringage. 


Keep this technique in mind when 
you face weird patterns of blue spheres. 
You don’t have to hit every single blue if 


you can surround some of them. Check this 
pattern: 


Zip forward to the corner, and take a right just 
before you eat bumper. Don’t sweat the extra 
blue on the inside corner—it turns into a ring 

when the other blues go red! 


a 


den behind bumpers, 
and hop a bumper to reach 
them. You need to jump over certain 
spheres to get through the harder 


D Special Stage, 
ow it, you're at hyper- 
g. Your eyes are watering 


ds kinda fun! 


The more time you spend in c 
the faster it gets! Before you. 
speed. Your thumbs are tw 


a you spend picking up! me ) 
ald before things speed up. Il, who needs a oe measly rings 
1 COU d have a big, green, luscious Chaos Emerald! 


: the : 3D Special Stage 
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| HATE these guys! | ' 
have 20 Bosses to battle ; 
in Sonic & Knuckles, and : 
they're all tough as nails. 

Fortunately, these guys aren't 
nearly as tough as hedgehog 
spines! That's right, Bosses don’t f 
scare me a bit because | know ' 

kh KK unbeatable Boss beating strategies— 
ale ele to learn them, read on! 
| Gil | . 
The Strategies! | 
If you're still stuck on a Boss after reading this chapter, et ' 
Spin-Throughs in the Zone chapters for more detailed advice: | 


Bosses take practice to beat, even if you know exactly what to do: ttn ' 
so keep at it. 


If you still can’t beat the Boss, take up a less demanding hobby. Ever 
tried knitting sweaters? 


don’t have to fight as many Bosses as Sonic does to — 
; complete the game. 


‘3 bot —if it lands in the right spot, | could get 


Habitat: se 
Nastiness Rating: ver ae : 
Method of Attack: Flying ise sae | 
Number of Hits: 6 a | 
Top Strategies: Zip to the right-hand corner. Wait for the Boss 


to turn sideways, so you can get past the * 
flames from his jet pack, and jump at him from 
below. oi 


> _Echidnas, beware! This Boss bounces the — 
logs at me, and he even sends parts of his jet 
pack after me! If you can’t beat him, go a : 

; Flame Shield next time. | 


te, 


Steeple Chase with noble 


Mushroom Hill Zone, Act 2 Vv 


Nastiness Ratintsess atatt mtbr ote 


sf3| Method of Attack: Uns you through spike bars 
Number of Hits: 8 
Top Strategies: Start by bashing the radar dish, and 
keep attacking to get in free hits. 
Then run close, leaping over low 
spike bars, and jump into his under- 
side whenever his flames cool. 


Outsmart fhe Bosses!! 


a 


Frees 


a ee 


“ll anys 


? Habitat: Flying Battery Zone, Act 1 
5 es EE Ee i 
oul eemenesse” §©Nastiness Rating: 
Method of Attack: — Spikeballl fists 
Number of Hits: 6 


eyes flash, dro off. -Ol- 


the way. He shes Footse 
Hop back oust more of the same. 
eam Trap sre 
é Flying Bapiery Zone, Act 2 
Fie Rating: wee = 


ce of Attack: 


aaa 


Watehgiid listen to predict when the beam 
will fre: Make the beam follow you to one 


-: just before it blasts, Spin Dash to 


Wait through seven blasts, and the 
tap lows up. 


Top Strategies: Jump on the button atop his head. When his 
ightte. a ah 


Robotnik’s Looping Egg 

Habitat: 
Nastiness Rating: Ya atc: poe 
Method of Attack: — Spiky tires, flame puffer 
Number of Hits: 8 
Top Strategies: 


i6'BSSs. Rob 
him now! Time 


Hlamethrower, mon! Glide high when you leap 
_ over him, and be sure to bonk him on the 
side when he swings, not on top where 
the nasty flame is. 


| ee 
Blockhead ag 
| ae eae 4 Habitat: Sandopolis Zone, si) 
| yee ein aie erin ewe es eed :| Nastiness Rating: wer sane 
| a Method of Attack: Stomp ae 
| Number of Hits: 1 (special) ps 
Top Strategies: After this Boss‘isup and stomping, go all 


the way to the left-hand corner, into the 
sandfall. Kéep.jumping to avoid drowning 
in sand. Blogkhead stomps in after you 
. a and drovwing: What a lamebrain! 


ae 
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utsmart the Bosses!! 


Habitat: 
Nastiness Rating: 
Method of Attack: 
Number of Hits: 
Top Strategies: 


SCORE. 82390 -~ 
TIME *g:42 
-RINGS: BZ 


2 a 2 


a 99996. 

Habitat: *3223%., 
aeeeass. 

Nastiness R. 


S395. 


Method of Attdd 
Number of Hits: © 
Top Strategies: 


Oe We de 


..2$ldp, energy bullets 
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od 
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SOS-9 


Sandopolis Zone, Act 2 


aoe? 


Spiky body, energy bea 
8 se 


té:his foreground foot for- 
ward, hop on, afid:jomp over his spiky belly to 
break open thésarmor that hides Robotnik. 
Land back gitthé foot, and quickly jump attack 


again to bisa he Doc. 
ee 


When this Boss puts his 


sine ; A. 
Lawét Reef Zone, Act 1 ag 


You need to destroy only the hand to beat this 
Boss. The hand stops moving just before it slaps 
down, which is your cue to attack! Go into a 
spinning jump, and land on the fingers when 
they lie flat. 


SE Se ne 
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Habitat: Lava Reef Zone, Act 2 


Nastiness Rating: eer ewer wes othe 


Method of Attack: Mines 
Number of Hits: 14 


Top Strategies: Bring a Flame Shield! Stay near the cen- 
ter of the screen to avoid falling mines 
and keep walking up the lava slope so 
you don’t slide into the Boss. Jump over 
the mines as they flow by. The mines 
slide into the Boss and bonk him! 


Habitat: Hidden Palace Zone ; 
Nastiness Rating: ote we e 


Méilied of Attack: Spin Dash, glide 
Numbedef Hits: 8 
gi Listen, if you can’t beat a measly echid- 
na, you shouldn’t be playing Sonic & 


titeent 4 
loo 
3 


: | 
33233%-, Knuckles! 


$2 2O? 


Knuckles Knotes 


Then I presume Sonic isn’t allowed 
to play his own game, mon! 


Habitat: Sky Sanctudrry-Zone 
Nastiness Rating: shar eit 
Method of Attack: Wrecking ball: 
Number of Hits: 8 
Top Strategies: Hop onto the:¥tght-hand platform, and start 
bonking Robotnik with jump attacks right 
away. Keep:xicit and time attacks to avoid the 
swinging bdll::tf you fall down and miss the 
platform, just:titde in the corner 


Habitat: Sky Sanctuary Zone 
Nastiness Rating: ae shige 
Method of Attack: = Whirling eggs, 
Number of Hits: 8 


Top Strategies: Jump this Boss when he moves from corner to 
corner, and hide when his eggs whirl wide. 
Move in as the eggs slow and when they flatten 
out, attack Robotnik’s underbelly with jump 
attacks! Keep at it until all the eggs pop. 


— 


PART II: ZAP THE ZONES! 


SfORE 151700E Habitat: 

TIME 5:36 a ahs 5 

Ne sa x Nastiness Rating: 
Method of Attack: 


gember of Hits: 


Super Sonic Robot (Knuckles C 
| score 1000 Habitat: 
RINGS 2 Nastiness Rating: 


Method of Attack: 


Number of Hits: 
Top Strategies: yédue the energy spheres, jet to the 
hand corner, turn left and re ’ 


Habitat: 
Nastiness Rating: 
Method of Attack: 
Number of Hits: 

Top Strategies: 


Death Egg Zone, Act 1 


Habitat: Death Egg Zone, Act 2 

Nastiness Rating: oer whe whee 

Method of Attack: Rolling, exploding mines 

Number of Hits: 8 

Top Strategies: Take a transporter tube up when this Boss pass- 


es over his own mines, and Spin Dash mines 
that sit spike-side-down to fire them at him. 


PART I It: : ZAP THE ZONES! 


SCORE 17050 
TIME 8:30. | 
RINGS 105 — 


SS gee Habitat: 
- Nastiness Rating: 


Number of Hits: 
Top Strategies: 


Number of H Hits} 
Top Strategies: 


——. 


Robot 


Habitat: 
Nastiness Rating: 


Number of Hits: 
Top Strategies: 


a 


Robotnik’s Giant Robot: Fingers of Fury (Sonic Only) 


Method of Attack: 


erald Hauler (Senic Only) 


Method of Attack: 


Death Egg Zone, Act 2 


miler mile 


Finger slap 
18 


The fingers stop and slap down afte 
each stomp of the rok 0 | 

before the slap, and | 
bonk it. You also can 
hands and whe 
Spin Dash them 


get between the 
e fingers slap down, 
or multiple hits. 


Death Egg Zone A ct 


wile nie ni 


Flame ee energ) 
8 

Hop the flame and jump left to break 
open the robot's metal front. Quickly 
jump attack again to bonk the beam 
Be careful not to land too close to 
oss, or you'll take a dive through 
Jump attack again just after the 
ges up, and bash the Boss as 


Disappearing floor 
8 


Keep Moving! The floor falls away 
behind you. Try to catch up with 
Robotnik, and don’t sweat the junk 
falling from the sky —it’s harmless. 
When you’re almost under Robotnik, 
jump up and whack him. 


Outsmart the Bosses!! 


Habitat: 
Nastiness Rating: 


SCORE 8 
TIME }:Z3 
RINGS -79 


a9 

r Pee 

Number of Hits 

Top Strategies." 
ae 


PA 28 
ae” 


SCORE 1000 


[ 
Habitat: er 
aiues age © eee 


° Eg eae 
Nastiness g: 
L965 


Method of Aftéik: 
Number of Hise 


Top Strategies: 


SITIES TCS 
Sao aaa ete eee nein elena niacin ine nieinieciniecinieinid 


Method of Attack:.<:" 


Doomsday Zone 
Missiles, energy bullets 
8 


Stock up on rings as you travel through space 
before the battle. Circle the ship and lure the 
missiles into the cockpit to beat this Boss. 


Doomsday Zone 


ede ale wer alle 


Bombs 


: oa,2 tahPaatataltobatelsoepeahseatsbe 
ight-on.the D-Pad i eee mo certs 


Roboinik’s ship. Try to dodge his bombs. If you 
run low on rings, hang back, and stock up as 
you travel through space. 
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Use my signature 
moves to explore 
spots that Sonic 
and Tails missed 
back in Sonic 2. 
Climb high in 

the Chemical 
Plant Zone, Act 
2, to find 

a row of 

three 1-Up 
Power-ups! 
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When you Lock-On Sonic 
3 & Knuckles, you get 34 
gigantic megs of action! 
You actually can play all 
the way through, from the 
beginning of Sonic 3 to the 
very end of Sonic & Knuckles. 
Now you have 14 Zones to 
conquer, from Angel Island 
and Marble Garden to the 
Lava Reef and the Hidden 
Palace! YES! 


A hedgehog could get lost in 
all those Zones! Fortunately, 
you can use the Sonic 3 save game 
feature to keep your place in this 
huge, Locked-On world. Read your 
Sonic & Knuckles and Sonic 3 
manuals for details on saving your 
game, and on choosing your 
character. 


40 8 
a8 


paar 


; Play with any 
|. Character! ‘ 


That's right, you can play as Sonic, Knuckles, Tails, or Sonic and Tails together. 
___ Take characters where they've never been before to find some surprises! 


Zip Tails through the Sonic & 
Knuckles Zones, and fly him up to 
areas that Knuckles must climb to 
reach. In the Sky Sanctuary Zone, 
run Tails right as far as you can. Fly 
up and right from the top of that 
last yellow tower, and you can 
reach a secret passage where a 
1-Up awaits! 

Go Tails! Now, when you play 


Knuckles through Sonic 3 & 


Knuckles, you can... well, maybe I'd better let 
the echidna himself explain all this! 


as oe, el nw aeaeaeas 28828 = os soe oe, a a 


a erananaronoraramametorararensetaraeerate 


ts ms = 
| 


a 


a lira all 


es 


Thanks for the intro, Sonic! Yes, | 
can climb and glide to find new 
routes through the Sonic 3 
Zones. | also get to bash special 
& Bosses in Marble Gardens Act 
| 2, and Launch Base Act 2. 
N\. Check it out, mon! 


| don’t have to face 
ANY Boss in Carnival 
Night Act 2. Cool! You 
already know that I get 
fo see many special 


&: areas and Bosses in the 
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Sonic & Knuckles Zones. 


chasis 


na ee ee 
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Cool, huh? | could write three more books about Sonic 3 & 
Knuckles, and | still couldn't show you all the incredible 
features of this monster game. There’s even brand new 
music. Oh well, | guess you'll just have fo play the 
game yourself! 


Hey, wait! | almost forgot tell you about the coolest thing in 
Sonic 3 & Knuckles! You already know about the Super Sonic 
powers you get from collecting all seven Chaos Emeralds. Well, 
after you collect the seven REGULAR Emeralds, you can begin collect- 
ing seven gigantic SUPER Emeralds! Collect all seven of these gems, and 
you turn into... 


-  - . 


Wow! Now | have a bigger invinci- 
bility field, and two traces of my 
character behind me! Even better, | 
can double-jump to blast forward 
with a killer Turbo Boost! You’ve 
never seen such SPEED! 


K 
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If you have trouble beating the 
Bosses in the Doomsday Zone, 
try Hyper Sonic! Use the Turbo 
Boost to zoom around the 
Missile Ship and bash into the 
Bomber Ship. Robotnik will beg 
for mercy! 
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Of course, I’m not the only 
one who likes Super 
Emeralds. Knuckles and 
Tails can use them to 
charge up their own 
Hyper Powers! See those 
little birds circling over 
Tails? They search out 

and destroy Badniks! 
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Too cool! Now you HAVE to play 
Sonic 3 & Knuckles. Shine your 
sneakers, stretch your thumbs, and 
get set for endless adventure! 
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A Lock On Trick To Find 
More 3-D Stage Levels 


Lock On a cart other than Sonic 2 or 3 to Sonic & Knuckles. A screen that pictures the four main characters appears (Sonic, 3 
Knuckles, Tails, and Robotnik) and the message No Way! No Way! No Way! No Way? scrolls across the screen. To actiy ets fe 


4 
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trick, push A, B, & C.simultaneously. The screen should shift a bit, and you see Get the blue spheres! at the me. ae iss soee 
If you use Sonic the Hedgehog, you see a level number and a twelve-digit code for the level you are cu remy pas aes henge 
the codé at the bottom by moving the star balls down to the line of code. Here, push up or down wD S925 ‘ splayed number 


and left or right to change the next digit. After you enter the new code, press Start. You car ehpdse 3 4e°Bé cither Sonic or Knuckles 


by changing the color of the star on the balls. Press A, B, or C to change the color x i € ore aligned with the word Start. 
Press Start to enter the bonus stage. < 33 Ree 


Defeat the stage by collecting all the blue spheres, and you receive-32 Sean screen and move fo the next level. Defeat the 
level with a Perfect {all blue spheres and all gold rings) andes or screen that rates the difficulty of the level, and 
you are promoted ten levels. soeee oe oo eee 

Poreescsers 
Carts other than Sonic the Hedgehog are sett Péssing A, B, and C gives you a screen with a nine-digit stage number. If you 
beat the round by collecting ae ‘Blie-Splreres, you see a congratulations screen. If you beat the round with a Perfect (all blue 
spheres and gold rin 9) Voy ‘géngratulatory screen followed by a difficulty rating, and a code that enables you to play the 
level with the a peney ete ih sa You can challenge friends with levels you’ve already defeated! 


Poe: sees oes 


eesise eee cess Code Game Difficulty Level # 
FSEEEFEE"” — 3659-8960-3263 Sonic 5 Level 1 
ire 3454-5429-0879 Sonic 7 Level 11 
4092-0771-1679 Sonic 8 Level 21 
3897-4614-1116 Sonic 10 Level 31 
2817-0087-0076 Sonic 8 Level 41 
3298-8503-4428 Sonic 7 Level 51 
3227-7149-4844 Sonic 10 Level 61 3 
5073-2087-0844 Sonic 7 Level 71 | 
5388-6203-6924 Sonic 7 Level 81 m 
f 5183-2672-4541 Sonic 6 Level 91 
cs 4446-4119-1869 Sonic 10 Level 101 it VG 
fs 4251-7962-1309 Sonic 12 Level 111 We 
Fs 4545-7330-3741 Sonic 10 Level 121 
c 3610-2145-0173 Sonic 8 Level 131 
: 3582-0287-7885 Sonic 9 Level 141 
: 4053-1330-0413 Sonic 7 Level 151 
c 2994-1551-3010 Sonic 8 Level 161 
2788-8020-0626 Soni: 5 Level 171 
3426-3362-1426 Sonic 8 Level 181 
3188-7708-3570 Sonic 8 Level 191 
4857-0971-9474 Sonic 10 Level 201 
5338-9388-3826 Sonic Level 211 
Aecess Code Game Difficulty Stage # c 
2340-2318-5760 Bubsy 2 10 163800848 
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Well, fellow hedgehogs, it’s been fun. We wiped Robotnik 
off the face of Floatirigisland. | think we even convinced 
Knuckles who the bagtdie was! 

It’s true! | was wrong-cpout you, Sonic. I'll never trust a mon with a big red 


moustache again! Aogavay, | guess it's time to say goodbye. It was nice knowing K 


you, little hedgehog:beddy! (Sniff!) 


Hey, don’t worry, Knixekles! I’m sure we'll be in many more adventures together! 
Why, | bet we'll SpirSash our way through Robotnik’s Bosses for years to come. 


that gliding makes you sweat like a pig! : 


OH YEAHI!? Well at least | CAN glide, 
vy unlike some greasy, grimy, earth-bound 
hedgehog! 
kK All right, enough is enough! 
Excuse me, readers, while | show 
this echidna what a REAL 
mammal can do with a Spin Dash! 
\ We'll just see about that, mon! Later, 
everyone! 
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Don't lose rings when hit 
Infinite time 
Keep shields (fire, water, lightning) when hit 


Keep rings between levels 


Super shoes don't run out with time 

Sonic always can double jump (cannot use water shield or become Super 
Sonic) 

Sonic always can use Fireball Spin Dash (can't double jump, bounce, or 
become Super Sonic) 

Only 1 blue sphere needed to get a Chaos Emerald 

Sonic jumps only as high as Knuckles (lower than usual) 

High jump for Sonic 

Super jump for Sonic 

Mega jump for Sonic 

Orbital jump for Sonic 

Knuckles jumps as high as Sonic (higher than usual) 

High jump for Knuckles 

Super jump for Knuckles 

Mega jump for Knuckles 

Orbital jump for Knuckles 

Rings worth 2 in special stage 

Rings worth 3 in special stage 

Rings worth 4 in special stage 

Rings worth 5 in special stage 

Rings worth 10 in special stage 

Earn 6 Chaos Emeralds to become Super Sonic 

Earn 5 Chaos Emeralds to become Super Sonic 

Earn 4 Chaos Emeralds to become Super Sonic 

Earn 3 Chaos Emeralds to become Super Sonic 

Earn 2 Chaos Emeralds to become Super Sonic 

Earn 1 Chaos Emerald to become Super Sonic ( 

Become Super Sonic with no Chaos Emeralds 

100 rings (instead of 50) to become Super Sonic 

40 rings to become Super Sonic 

25 rings to become Super Sonic 4 

10 rings to become Super Sonic 

1 ring to become Super Sonic 

Become Hyper Sonic with no Emeralds a need 50 rings, Ha a 

unless using one of the preceding codes i 

Rings aren't used up as Super (or ey Sonic/Knuckles 

Bonus round always activates after every checkpoint 

Bonus round always Slot Machine 

Bonus round always Glowing Spheres 

Only 6 Chaos Emeralds to become Super Knuckles 

Only 5 Chaos Emeralds to become Super Knuckles 

Only 4 Chaos Emeralds to become Super Knuckles 

Only 3 Chaos Emeralds to become Super Knuckles 

Only 2 Chaos Emeralds to become Super Knuckles 

Only 1 Chaos Emerald to become Super Knuckles 

Become Super Knuckles with no Chaos Emeralds 

100 (instead of 50) rings to become Super Knuckles 

40 rings to become Super Knuckles 

25 rings to become Super Knuckles 

10 rings to become Super Knuckles 4 

1 ring to become Super Knuckles 0 

Become Hyper Knuckles with no Emeralds (still need Vi 

50 rings, unless using one of preceding codes) © ea a 

Cannot drown Hs 


cial awesome tips for Sega” Maniacs 


" Special : ar $9.99 USA 
| Loaded with detailed Spin-Throughs 7 $12.99 CAN 
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“Hot new Knuckles moves for Sonic 2 and 3 


7° 52073°62183™" 4 
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“Take Tails to to new eats 
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